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Abstract 
Online games approach is recommended as a tool that can enhance students' ability to master the Arabic language. Appropriate 
models need to be produced as effective learning materials especially in the design and development of online Arabic language 
games. This concept paper explores elements of development and digital game-based learning model in the process of building 
Arabic language online games at school. This study describes the design elements as the results of the Arabic language online 
games development. The implications of this study can serve as a guideline for the development and effectiveness of future 
learning of Arabic language through online games at school. 
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1.0 Introduction 
The issue of the performance of students in the Arabic language in schools continues until now. According 
to Hassan Basri and Zamri (2012), after years of Arabic language subjects being taught and going through several 
phases of development and changes, the effectiveness of this subject is still questionable. Although several 
approaches have been used, there are many more reports being issued stating dissatisfaction with the students' 
language.  
One of the problems faced by the students is weaknesses in mastering vocabulary. According to Zawawi et 
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al. (2005), the level of Arabic vocabulary among students has not reached a satisfactory level and has become one of 
the factors that led to the declination of academic achievement in Arabic secondary schools. At the university level, 
the weakness in the usage of Arabic vocabulary and negative attitude among the students become major causes of 
failure for Arabic language courses at the UIA (Muhammad Sabri, 2011). It is said that the trend of mastering the 
vocabulary by the students is via memorization, which leads to this problem. To spark the interest and motivation in 
learning the Arabic language, in particular the vocabulary, online gaming is proposed as a game-based learning 
approach. 
 
In the context of education, online game is a game-based learning approach that could potentially help 
students to master the learning process. Usage of the integrated online gaming in education has a positive impact on 
students’ learning. However, there are also findings from previous studies that there are different effects; being 
mixtures between positive and negative, when online gaming was integrated into learning as teaching aids and 
support materials for teaching students in the classroom. To ensure that online games are effectively integrated into 
the education system, certain elements should be incorporated while designing and developing the game. This 
concept paper highlighted the elements that should be incorporated in the development of an Arabic online game 
based on the literature review as suggested by scholars. 
 
2.0 Online Games and Digital Game-Based Learning 
   
Online games and digital game-based learning are terms that are quite similar with each other. An online 
game is defined as any computer-based game played over the internet; games are stored and played directly from the 
server (Roslina & Azizah, 2008). While digital game-based learning is an approach by using electronic games for 
learning intention (Thang, Hanneghan, & Rhalibi, 2009). For this article, the term online games is referred to 
learning by using games via internet. Games-based learning has been a part of education for decades. However, with 
new technological advances, digital games have recently emerged as a new teaching tool.  
  
3.0 Previous Research Of Digital Game-Based Learning  (DGBL) 
 
Many researchers have demonstrated the potential of using computer games in education to help students to 
improve their learning performance (Brom et al. 2011; Huang et al. 2010; Money & Chen, 2010). For example, 
several studies have shown that digital games are an important part of the development of children's cognition and 
social processes (Kim et al. 2009; Yien et al. 2011). There are also studies that reported that educational computer 
games can improve students' learning interest (Ebner & Holzinger 2007; Malone 1980) and thus increase their 
motivation (Burguillo 2010; Dickey 2010; Harris & Reid 2005; Miller et al. 2011). 
 
To ensure that computer games help in student learning, there are several elements that must be 
incorporated into a computer game. According to Grice and Strianese (2000), there are some important features of 
learning environment through the game, which is to provide interaction and response levels, motivation, goals that 
are specific, systematic procedures, providing appropriate equipment and an environment that is not boring. 
According to Overmars (2004), effective games are games that have fair and complete rules, require little 
calculation and logical reasoning. Tüzün et al. (2009) in his research also associated them with fun features. 
 
The use of computer games in education generally produces a positive impact on students. Various studies 
had been conducted (Sadiq, I. 2010; Çankaya & Karamete, 2009; de Freitas & Jarvis, 2007) and concluded that 
learning through computer games is more effective. According to Zakirah and Fadhilah (2007), learning-oriented 
games are easier to use and easy to understand. This study also reflects the values of the psychological aspects of 
students as they become more responsive and motivated. 
 
 
4.0 Current Research of Digital Game-based Learning  (DGBL) in Malaysia  
 
There are many studies related to online games being integrated in the education system in the context of 
Malaysia. However, DGBL scenarios-related study that explores the language learning through online gaming is still 
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in its infancy stage (Sahrir, 2012). Most studies conducted have positive effects on the students’ learning process, all 
in terms of interest, motivation and achievement. According to Mat Zin, Jaafar and Yue (2009), a digital game-
based learning has been used in education during the process of learning and teaching for some subjects, such as 
math, science, history and language. On the subject of history, a game-based learning model has been presented to 
overcome the difficulty of memorizing the history facts and the boring learning environment of history itself (Mat 
Zin, Jaafar and Yue, 2009). The researchers believe that this game-based learning approach is an alternative method 
for the study of history. In science, the learning game discusses the principles of digital games and learning 
strategies and the potential of merging is presented (Nazirah Mat Sin, Othman Talib, Tengku Puteri Norishah, 
2013). 
 
In language learning, Sahrir, MS, & Elias, NA (2011) reported a positive perception of university students 
in learning Arabic online. Rosman, F. et al. (2013), used meta-analysis study to analyze several current articles 
published by selected journals that focused on studies related to the potential of using video games to learn Bahasa 
Melayu vocabulary by international students. Findings showed that video games have the potency as an effective 
teaching aid and are capable of motivating the students in language learning. Previous and current studies showed 
proves of potential of digital games based learning in education. However, to ensure the effectiveness of using 
digital games in education, there are three main components that should be considered: 1.) Pedagogy, 2.) DGBL 
elements, and 3.) ARCS model. 
 
   
5.0 Integrating Pedagogy and DGBL 
 
 To ensure that the design and development of online games are effectively integrated into the education 
system, integration of the two main components, which are pedagogy based on learning theory and DGBL elements, 
are required. According to Prensky (2001), there is no standard procedure in combining the two components 
(Pedagogy and DGBL) and there is still no agreement on the issue of merging these components. In this study, three 
main components are proposed in the form of a model for Arabic online games using DGBL approach. The main 
components are identified as Pedagogy, DGBL elements and ARCS model. 
  
5.1 Pedagogy 
For the pedagogy component, three elements are elaborated as the following: 
(a) Learning objective – A clear learning objective is important to ensure learning accomplishment can be achieved. 
(b) Curriculum needs – Every country has their own curriculum. In Malaysia, the Integrated Curriculum for 
Secondary School (KBSM) is used in the secondary school. Any approach should be appropriate this curriculum. 
(c) Learning theory – Choosing the suitable learning theories is important to foster the learning process effectively. 
  
5.2  DGBL elements   
For the DGBL elements, researchers stated various elements to be considered. According to Prensky (2001), there 
are 12 vital elements, which are 1.) Fun, 2.) Play, 3.) Rules, 4.) Goals, 5.) Interactive, 6.) Adaptive, 7.) Outcomes & 
Feedback, 8.) Win States, 9.) Conflict/Competition/Challenge/Opposition, 10.) Problem-solving, 11.) Interaction, 
and 12.) Representation & Story. Meanwhile, Clark and Mayer (2011) listed six principles of games: 1.) Match 
game type to learning goals, 2.) Make learning essential to game progress, 3.) Build in proven instructional 
strategies, 4.) Build in guidance and structure, 5.) Manage complexity, and 6.) Make relevance salient. For this 
study, game elements from Bober (2010) being used. Table 1 describe the game elements and their descriptions. 
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Fig. 1: Game elements from Bober (2010) 
 
Game elements Description 
Challenge  A test of the learner’s skills, set at a level 
to stretch his/her abilities. 
Fantasy/Narrative  Imaginary environment, characters or 
story which can stand as a metaphor for 
the real world. 
Feedback  Response to the learner’s actions or 
progress within the game 
Goals  
 
Clear aims that are meaningful and 
achievable but stretch the learner’s  
abilities 
Sensory stimuli 
 
Engaging visual and sound effects. Social 
aspects/community playing with or 
against other people and social interaction 
inside and outside the game. Additional 
learning elements that can be found in 
digital games. 
 
 
5.3 ARCS model  
The ARCS model is a problem solving approach in designing the motivational aspects of learning environments to 
stimulate and sustain students’ motivation to learn (Keller, 1983). There are two major parts of the model. The first 
is a set of categories representing the components of motivation. The second part of the model is a systematic design 
process that assists in creating motivational enhancements, which are appropriate for a given set of learners. To 
accurately measure the changes in learner motivation, Karoulis and Demetriadis (2005) indicated that the ARCS 
model (Keller, 1987) can be the standard on how much the learning motivation is increased by the game. The four 
dimensions of ARCS are described in following figure:  
 
 
Fig. 2: ARCS model  (Keller, 1987) 
 
ARCS Description 
Attention - strategies for arousing and 
sustaining curiosity and interest. 
Learners are more motivated when the 
instructional design generates curiosity and 
interest about the content or learning 
context. 
Relevance - strategies that link to learners' 
needs, interests, and motives. 
 
Learners are more motivated when goals 
are clearly defined and align with learners’ 
interests. 
Confidence - strategies that help students 
develop a positive expectation for successful 
achievement. 
 
Learners are more motivated when 
challenge is balanced in such a way that 
the learning process is neither too easy as 
to bore the leaner, or too difficult such that 
success seems impossible. 
1432   M. Hamizul and Nik Mohd Rahimi /  Procedia - Social and Behavioral Sciences  174 ( 2015 )  1428 – 1433 
 
Satisfaction - strategies that provide 
extrinsic and intrinsic reinforcement for 
effort. 
Learners are more motivated when there 
are rewards for correctly executed actions. 
 
 
Based on the three components stated above – pedagogy, game elements and ARCS model, Figure 3 below 
describes the proposed components in Arabic online games with DGBL elements. 
 
 
Fig. 3: Proposed components in Arabic online games with DGBL elements 
 
 
 
 
7.0 Conclusions 
 This concept paper had described an effort to design and develop an online game for learning Arabic 
language in Malaysian secondary school. In addition, this study had identified the potential of merging games 
elements, pedagogy components and ARCS model to suit Arabic online games model. The proposed components 
could be used to implement the DGBL approach in Arabic language learning for Malaysian secondary school 
setting. However, further studies are needed to complete the effectiveness of the model by evaluating the usability 
and practically of the prototype for the model.   
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